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mengasah baju besinya” 
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Joko Tingkir” Menggunakan Unity. Program Diploma III Teknik Informatika, 
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Dalam era globalisasi seperti sekarang ini, kebudayaan asing dapat masuk ke 
Indonesia secara bebas tanpa ada filterisasi. Menurut hasil survei, 82% 
masyarakat Indonesia lebih menyukai budaya asing dari pada budaya Indonesia. 
Hal ini dibuktikan dengan terpengaruhnya masyarakat Indonesia untuk hidup 
sesuai dengan budaya luar. Jadi, secara tidak langsung budaya Indonesia secara 
perlahan mulai dilupakan dan tergantikan. Selain itu, di era globalisasi ini 
kemajuan teknologi membuat sebagian besar masyarakat Indonesia memiliki 
smartphone. Hal ini dibuktikan oleh hasil riset dari Google tentang penggunaan 
smartphone di Asia menunjukkan bahwa di Indonesia penggunaan smartphone 
mencapai 43%. Hal itu membuktikan bahwa smartphone sangat penting untuk 
aktivitas sehari-hari. 
Dalam perancangan game The Journey of Joko Tingkir ini dilakukan dengan 
metode analisa kebutuhan sistem, desain, coding dan pengujian. Pengumpulan 
data dilakukan untuk melakukan analisa kebutuhan sistem. Metode yang 
dilakukan untuk pengumpulan data adalah studi literatur. Game ini merupakan 
game 2D dan memiliki genre Adventure. The Journey of Joko Tingkir ini dibuat 
menggunakan unity3D berbasis operasi android dengan menggunakan bahasa 
pemrograman C#. 
Dengan dibuatnya game ini diharapkan dapat ikut berpartisipasi pada 
perkembangan teknologi yang sangat marak saat ini. Selain itu, game ini juga 
diharapkan dapat membantu melestarikan dan memperkenalkan budaya dan 
sejarah Indonesia. 
 







Ridwan Yoga Pradana, 2016. Development of Android Game "The Journey of 
Joko Tingkir" Using Unity. Diploma III Program of Information Engineering, 
Faculty of Mathematic and Science.Sebelas Maret University. 
 
In the era of globalization as it is now, foreign culture can go to Indonesia freely 
without any filter. According to the results of the survey, 82% of society 
Indonesia prefers a foreign culture than the culture of Indonesia. This is evidenced 
by the influenced society of Indonesia to live up to the culture from outside. So, 
indirectly, the culture of Indonesia are slowly starting to be forgotten and 
replaced. In addition, in this era of globalization advances in technology make the 
most of society Indonesia have smartphones. This is proved by the results of 
research from Google on the use of smartphones in Asia shows that the use of 
smartphones in Indonesia reached 43%. It proves that the smartphone is crucial 
for daily activities. 
In designing The games Journey of Joko Tingkir is done by the method of system 
needs analysis, design, coding and testing. Data collection was conducted to 
analyze the needs of the system. A method of data collection was carried out for 
the study of literature. This game is a 2D game and have the Adventure genre. The 
Journey of Joko Tingkir is made using the unity3D based android operating by 
using the C # programming language. 
With the made of this game are expected to participate in the development of 
technology which is very lively at this time. In addition, this game is also 
expected to help preserve and promote the history and culture of Indonesia. 
 
 









HALAMAN PERSETUJUAN ................................................................................................... ii 
HALAMAN  PENGESAHAN .................................................................................................. iii 
HALAMAN PERNYATAAN ....................................................................................................iv 
MOTTO ................................................................................................................................ v 
HALAMAN PERSEMBAHAN .................................................................................................vi 
KATA PENGANTAR.............................................................................................................. vii 
INTISARI ............................................................................................................................... ix 
ABSTRACT ............................................................................................................................ x 
DAFTAR ISI ........................................................................................................................... xi 
DAFTAR GAMBAR .............................................................................................................. xiii 
DAFTAR TABEL .................................................................................................................. xvi 
DAFTAR LIST ..................................................................................................................... xvii 
BAB 1 PENDAHULUAN ........................................................................................................ 1 
1.1 Latar Belakang ............................................................................................. 1 
1.2 Perumusan Masalah ..................................................................................... 2 
1.3  Tujuan ......................................................................................................... 2 
1.4 Manfaat ........................................................................................................ 2 
1.5 Batasan Masalah .......................................................................................... 2 
1.6 Metodologi ................................................................................................... 3 
1.7 Sistematika Penulisan .................................................................................. 4 
BAB II TINJAUAN PUSTAKA DAN LANDASAN TEORI ............................................................ 5 
2.1 Tinjauan Pustaka .......................................................................................... 5 
2.2 Landasan Teori ............................................................................................ 5 
BAB III ANALISIS DAN PERANCANGAN GAME ................................................................... 13 
3.1 Konsep Dasar Proyek Pengembangan Game ............................................. 13 
3.2 Manajemen Proyek Pengembangan Game ................................................ 14 
3.3 Perancangan Dasar Game .......................................................................... 16 
3.4 Aset Dan Seni Game .................................................................................. 19 
3.5 Spesifikasi Kebutuhan Game Fungsional (SRS Functional) ..................... 34 





4.1 Implementasi Aset dan Seni ...................................................................... 37 
4.2 Teknis Pemrograman ................................................................................. 50 
4.3 Hasil ........................................................................................................... 57 
4.4 Pengujian ................................................................................................... 58 
4.5 Perilisan ..................................................................................................... 63 
BAB V KESIMPULAN DAN SARAN ...................................................................................... 64 
5.1 Kesimpulan ................................................................................................ 64 
5.2 Saran .......................................................................................................... 64 
DAFTAR PUSTAKA ............................................................................................................. 65 







         Halaman 
Gambar 3.1. Storyboard Level 1 Adventure ................................................................ 16 
Gambar 3.2. Storyboard Level 2 Adventure (Collecting) ............................................ 17 
Gambar 3.3. Storyboard Level 3 Adventure (Running)............................................... 17 
Gambar 3.4. Storyboard Level 4 Adventure ................................................................ 18 
Gambar 3.5. Setting Lingkungan Level 1 .................................................................... 20 
Gambar 3.6. Setting Lingkungan Level 2 .................................................................... 20 
Gambar 3.7. Setting Lingkungan Level 3 .................................................................... 21 
Gambar 3.8. Setting Lingkungan Level 4 .................................................................... 21 
Gambar 3.9. Misi Level 1 Adventure .......................................................................... 22 
Gambar 3.10. Misi Level 2 Adventure (Collecting) .................................................... 23 
Gambar 3.11. Misi Level 3 Adventure Running .......................................................... 24 
Gambar 3.12. Misi Level 4 Adventure ........................................................................ 25 
Gambar 3.13. Rancangan Musuh (Pemanah) .............................................................. 25 
Gambar 3.14. Rancangan Musuh (Pembawa Golok) ................................................... 26 
Gambar 3.15. Rancangan Musuh (Pembawa Tombak) ............................................... 26 
Gambar 3.16. Rancangan Musuh Utama ..................................................................... 27 
Gambar 3.17. Rancangan Obstacle .............................................................................. 27 
Gambar 3.18. Sudut Pandang Game ............................................................................ 28 
Gambar 3.19. Tampilan Judul ...................................................................................... 28 
Gambar 3.20. Tampilan Main Menu............................................................................ 29 
Gambar 3.21. Tampilan Submenu ............................................................................... 29 
Gambar 3.22. Tampilan Pilih Level ............................................................................. 30 
Gambar 3.23. Tampilan Menu Pause ........................................................................... 30 
Gambar 3.24. Tampilan Nyawa ................................................................................... 31 
Gambar 3.25.Tampilan Game Over ............................................................................. 31 
Gambar 3.26. Tampilan Menang ................................................................................. 31 
Gambar 3.27. Tampilan Tutorial Game ....................................................................... 32 
Gambar 3.28. Game Controls Level 1, 2 dan 4 ........................................................... 32 
Gambar 3.29.  Game Controls Level 3 ........................................................................ 32 





Gambar 3.31. Rancangan Skill upgrade ...................................................................... 34 
Gambar 3.32. Rancangan Item Power Up ................................................................... 34 
Gambar 3.33. Usecase Tampilan Game ....................................................................... 35 
Gambar 3.34. Usecase Inputan Player ......................................................................... 35 
Gambar 3.35. Usecase Interaksi Objek ........................................................................ 36 
Gambar 4.1. Konsep Seni ............................................................................................ 37 
Gambar 4.2. Implementasi Karakter ............................................................................ 38 
Gambar 4.3. Tampilan Musuh (Pemanah) ................................................................... 38 
Gambar 4.4. Tampilan Musuh (Pembawa golok) ........................................................ 39 
Gambar 4.5. Tampilan Musuh (Pembawa Tombak) .................................................... 39 
Gambar 4.6. Tampilan Musuh Utama.......................................................................... 40 
Gambar 4.7. Tampilan Lingkungan Level 1 ................................................................ 40 
Gambar 4.8. Tampilan Lingkungan Level 2 ................................................................ 41 
Gambar 4.9. Tampilan Lingkungan Level 3 ................................................................ 41 
Gambar 4.10. Tampilan Lingkungan Level 4 .............................................................. 42 
Gambar 4.11. Implementasi Misi Level 1 ................................................................... 42 
Gambar 4.12. Implementasi Misi Level 2 ................................................................... 43 
Gambar 4.13. Implementasi Misi Level 3 ................................................................... 43 
Gambar 4.14. Implementasi Misi Level 4 ................................................................... 44 
Gambar 4.15. Tampilan Obstacle ................................................................................ 44 
Gambar 4.16. Tampilan Pengaturan (Setting) .............................................................. 45 
Gambar 4.17. Implementasi Sudut Pandang ................................................................ 45 
Gambar 4.18. Implementasi Judul Game ..................................................................... 46 
Gambar 4.19. Menu Utama .......................................................................................... 46 
Gambar 4.20. Implementasi Pilih level ........................................................................ 47 
Gambar 4.21. Tampilan Menu Pause ........................................................................... 47 
Gambar 4.22. Tampilan Nyawa ................................................................................... 47 
Gambar 4.23. Tampilan Game Controls ...................................................................... 48 
Gambar 4.24. Tampilan Menang ................................................................................. 48 
Gambar 4.25. Tampilan Kalah ..................................................................................... 48 
Gambar 4.26. Tampilan Tutorial ................................................................................. 49 
Gambar 4.27. Tampilan Kredit .................................................................................... 49 





Gambar 4.29. Item Power Up ...................................................................................... 50 
Gambar 4.30. Animator Event Pergerakkan Karakter ................................................. 51 
Gambar 4.31. Kondisi Transisi Karakter ..................................................................... 51 
Gambar 4.32. Penerapan Event Trigger dalam Pergerakkan Karakter ........................ 53 
Gambar 4.33. Skema alur permainan ........................................................................... 57 
Gambar 4.34. Grafik pertanyaan 1 ............................................................................... 62 
Gambar 4.35. Grafik pertanyaan 2 ............................................................................... 62 
Gambar 4.36. Grafik pertanyaan 3 ............................................................................... 62 
Gambar 4.37. Grafik pertanyaan 4 ............................................................................... 63 









         Halaman 
 
 












List 4.1. Script Event Karakter Berlari ......................................................................... 52 
List 4.2. Script Event Karakter Menyerang ................................................................. 52 
List 4.3. Script Event Karakter Melompat ................................................................... 53 
List 4.4. Script Event Karakter Lari, Lompat dan Slide ............................................... 54 
List 4.5. Script Event Enemy (Musuh) Detect Player .................................................. 55 
List 4.6. Script Event Enemy (Musuh) Menyerang Karakter ....................................... 55 
List 4.7. Script Event Interaksi Objek Lain (Coin, Power Up) .................................... 56 
List 4.8. Script Event Interaksi Objek Lain (Collision) ............................................... 57 
 
 
 
 
 
 
